Six educational programs in color - 
that are simple to use and easy to 
understand. ImageWriter and 
LaserWriter are supported. 
AlphaWorks teaches letter 
recognition and Keyboard layout. 
Letters and pictures appear as the 
Mac recites a phrase relating the 
CWwo. 

Block Math teaches the basic 
concepts of numbers using blocks. 
Provides practice in addition and 
subtraction up to 10. 

Concentration develops short term 
memory skills. Players try to match 
picture cards by remembering where 
pairs are located. 
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Connect The Dots teaches number 
and letter sequence by completing a 
picture. Puzzles are included, and 
new puzzles may be created with 
Paint programs. 

Counting 1,2,3 develops counting 
skills by matching numbers with 
objects on the screen. The Mac uses 
voice technology to count aloud with 
your child. 

ShapeWorks teaches shape 
recognition using patterns, size 
comparisons, and other differences 


to match shapes together. 


For ages 3-6. 
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Preschool Pack 


by Jim Wrenholt 


Documentation by Eldonna Rayburn 
© Copyright 1986, 1989, 1993 by Nordic Software, Inc. 


Preschool Pack consists of five activities de- 
signed to assist young children in learning 
basic skills. AlphaWorks is a flashcard pro- 
gram that aids in learning to recognize the 
characters of the alphabet. Block Math 
presents the fundamental concept that numer- 
ic symbols represent discrete quantities, while 
covering the mechanics of addition and sub- 
traction. Concentration assists in the devel- 
opment of short-term memory retention skills. 
Counting 1,2,3 helps teach the concept of 
numbers and recognition of their Arabic 
representation. ShapeWorks aids in learning 
to distinguish between shapes, sizes, patterns 
and colors. 


Connect the Dots is included as a 
separate application. It lets you play existing 
puzzles and create connect-the-dot puzzles that 
assist in learning the alphabet and the se- 
quence of numbers. 
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About this Document 


This is your guide to installing, starting and 
using Preschool Pack™. We assume that you are 
familiar with the Macintosh. You will need to use 
your mouse to “point,” “click,” and “drag” items 
when instructed. If you are unfamiliar with these 
terms, please spend some time with your 
Macintosh manual before going on. 


Requirements. A hard disk drive _ is 
recommended, but not necessary. You must have a 
Mac II with color card and monitor or an SE with a 
color monitor and card adopter in order for 
Preschool Pack to be seen in color. 


Mac Plus or later with two 800k disk drives 
System 6.0.2 or greater 
1 MB RAM 


Preschool Pack comes on three 800k diskettes. 
We suggest that you write-protect these diskettes 
prior to inserting them into your Macintosh. 
Simply slide the small tab in the corner of the disk 
shell so that the tab no longer covers the opening. 
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Installing Preschool Pack 


Hard disk drives. To run Preschool Pack 
from a hard disk: copy the “Preschool Pack” and 
the “Preschool.custom” application (from the 
Application diskette) and the “Preschool.sounds” 
file (from the Sound File diskette) into the same 
folder on your hard disk drive from within the 
Finder. Installation is complete. The Preschool 
Pack folder should look like the contents below. 
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Connect the Dots does not need to be in the 
same folder as Preschool Pack. Do not use the 
System Folder included on the Application diskette. 
It is a minimum configuration for use with floppy 
disk drives only. To install, copy the “Connect the 
Dots” and “Dot Files” to your hard drive. 
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Connect the Dots Dot files 


Floppy disk drives. To run Preschool Pack 
from 800k floppy disk drives: Make a working copy 
of both the Application diskette and the Sound File 
diskette from within the Finder. Start the 
Macintosh from the working copy of the Applica- 
tion diskette, which also contains a minimum con- 
figuration System Folder. 
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Getting Started 


SECT] 
Using sound. When you launch Preschool cal 


Pack, you will be asked to locate the sound file 
“Preschool.sounds” via a dialog box similar to one 
that you would use to open files from within a 
Macintosh application. 


Identify the location of this file by inserting its 
diskette into your second disk drive or by replacing 
the Application diskette in your internal drive if you 
do not have a second floppy disk drive. 


The Mac will subsequently prompt you when it 
needs a diskette that is not currently in any drive if 
you are running on a Mac with only one disk drive. 


Using no sound. You have the option of 
running Preschool Pack without sound. To do this, 
click the Cancel button when you are asked to locate 
the sound file. 


Store diskettes in a safe place. Always be 
sure to run Preschool Pack from a set of copies that 


- you have made. Do not use the original diskettes to 


run the program. Keep them in a safe place for 
archival storage in case your working copy becomes 
damaged and needs replacement. 


Note: The file “Preschool.custom” is used to store 
information that you have specified to 
customize the operation of. Preschool Pack 
through the Options screen. Preschool Pack 
will automatically rebuild a new file with 
default settings if you delete or damage the 
“Preschool.custom” file. 
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Navigating the Pack 


When you launch Preschool Pack from the 
Finder, you will be presented with a startup screen. 
Click the mouse button to proceed to the home 
screen. Preschool Pack uses a home screen to 
navigate between lessons and to set options. You 
will always return to the home screen after 
completing a lesson. Preschool Pack does not use 
the standard Macintosh pull-down menus, there- 
fore, the menu bar remains hidden while Preschool 
Pack is running. Place the mouse pointer over the 
icon or name of the activity you wish to use and 
click the mouse button. 


The operation of each program is described 
further on in this document. All Preschool Pack 
activities have three levels of difficulty and a custom 
level. Each activity is initially set at the easiest level. 
You can change the difficulty of each activity or 
customize each one individually to suit the needs of 
the player. (See Options for more detail.) 


Preschool Keyboard Shortcuts. You can 
use Command (abbreviated Cmd) key combinations 
in Preschool Pack for the following functions: 


Cmd Q Quit Preschool Pack 

Cmd A _ About... window displays 

Cmd R Return to home screen/cancel activity 
Cmd D Democycele starts 

Cmd_..__ cancels activity 

Connect the Dots Keyboard Shortcuts. 
Cmd P Play Connect the Dots puzzle 

Cmd W Close Connect the Dots puzzle 

Cmd N New Connect the Dots puzzle 

Cmd S_ Save Connect the Dots puzzle 
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ShapeWorks 


ShapeWorks teaches visual distinctions among WS 


shapes, patterns and sizes to preschool children. 
The program contains four separate lessons: 


C} Select the Matching Item 
O) Which One is Different? 

LC} Click & Drag Matchup 

C) Identify Shapes by Name — 


You will cycle through all four lessons each 
time you start ShapeWorks. If you do not want the 
player to use all four lessons within a session, you 
can select which lesson or lessons to use in the 
Options screen and then use the Cycle activity 
instead of ShapeWorks. (See Options and Cycle 
for instructions on how to do this.) 


Select the Matching Item. This lesson 
presents you with one item in the top half of the 
screen and four items in the bottom half of the 
screen. The player is asked to identify the item from 
the bottom group which matches the item on the 
top. Select the matching item by pointing and 
clicking with the mouse. If the choice is correct, 
Preschool Pack will play a happy tune and flash the 
shape; if the choice is incorrect, a buzzer will 
sound. The criteria for matching objects, the length 
of the lesson, and the shapes and patterns to be 
used may be set in Options. 


Which One is Different? In this lesson, four 
objects are displayed in a row; three of these objects 
are identical. The player must choose the object that 
is different. Select the item by pointing and clicking 
with the mouse. Preschool Pack will play a tune if 
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the choice is correct; a buzzer will sound if the 
choice is incorrect. The criteria for discriminating 
between objects, the length of the lesson, and the 
various shapes and patterns to be used may be set 
in Options. 


Click & Drag Matchup. This lesson helps to 
develop skills in matching objects that are 
arranged in two groups. One group is arranged 
across the top of the screen, the other group across 
the bottom; each group contains five objects. You 
are to connect a line between an object in one group 
and the object that matches it in the other group. 


To connect two objects, place the mouse pointer 
over an object (or its corresponding dot) in one 
group, hold down the mouse button, drag the 
mouse pointer to the matching item in the other 
group, and then release the mouse _ button. 
Preschool Pack will draw the line. Lines cannot be 
drawn between objects within the same group. If 
you draw a line from an object which has already 
been connected, the first connection will disappear. 
If you draw a line to an object which has already 
been connected, the connection you are drawing 
will not stay. 


After the last connection has been made, 
Preschool Pack will play a tune if all of the 
connections are correct, and then proceed to the 
next set. If any of the connections are incorrect, a 
buzzer will sound and all of the incorrect connec- 
tions will be erased so that you may try again. The 
different criteria for matching objects, the length of 
the lesson, and the shapes and patterns to be used 
may be set in Options. 
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Note: Click and Drag Match Up requires the most 
complex skills of the lessons in ShapeWorks. 
The combination of choices may be 
confusing to younger and beginning players. 
To prevent unnecessary frustration, this 
lesson should only be used after the player is 
comfortable with the other lessons. 


Identify Shapes by Name. In this lesson, 
you are presented with four objects and asked to 
find a specific shape by name. The request is made 
as a printed entry on the screen and spoken by 
Preschool Pack. Make the selection by placing the 
mouse pointer over the chosen object and clicking 
the mouse button. Preschool Pack sounds a tune if 
the selection is correct; a buzzer will sound if the 
selection is not correct. 


AlohaWorks 


AlphaWorks assists preschool children in 
learning the characters of the alphabet as well as 
their positions on the keyboard. A _ series of 
electronic flashcards are used which incorporate 
both visual and spoken prompts. 


In addition to laying the groundwork for 
pre-reading skills, this program will also help your 
child become familiar with the keyboard; a skill 
which will be essential as the child matures. 


The objective of AlphaWorks is to identify the 
first letter of the name of each flashcard picture, 
such as A for apple. The player responds by 
identifying the correct letter. This is done in one of 
three ways depending on the level of difficulty set in 
Options. 
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Easy mode. AlphaWorks is initially set to — 
easy mode. This mode is multiple choice; the player 
clicks on the appropriate letter among four letters 
with the mouse. The keyboard can also be used to 
identify the player’s choice. 


Medium mode. In medium mode, the correct 
letter is displayed and the player must respond by 
using the keyboard. 


Advanced mode. No letters are displayed in 
advanced mode; the player must find the correct 
response using the keyboard with only the picture 
and spoken prompts. 


In all modes, if the response is correct, 
AlphaWorks will play a tune and continue to the 
next question; otherwise, a buzzer will sound and 
the child may try again. The different options for 
using AlphaWorks may be set in the Options 
screen. 


Block Math 


Block Math teaches one of the basic fundamen- 
tal concepts of numbers: that numerals (symbols) 
stand for different and discrete quantifiers (in this 
case blocks). By using blocks to represent numbers, 
this fact becomes obvious to even the youngest 
child. Addition and subtraction up to ten are 
presented at the same time. 


Children can arrive at the correct answer by 
clicking on each block and counting. As they click 
on a block, Block Math counts aloud with them. 
The child then selects the answer rectangle with 
the correct number of blocks in it. Blocks, 
numerals, or a combination of the two can be used 
in the addition and subtraction equations. 


10 Preschool Pack 


Answers may also be entered using the 
keyboard. The different options for using Block 
Math may be set in the Options screen. 


Counting 1,2,3° 


Counting 1,2,3 is designed to help children 
learn to count using pictures instead of words. 
Addition and subtraction can be practiced using 
quantities up to twenty. The child is presented with 
a number of small pictures in a fixed or random 
pattern. Counting 1,2,3 can help count the pictures 
as the child clicks on each picture with the mouse. 
The answer is given by pressing a number button 
on the screen with the mouse or using the 
keyboard. If the answer is correct, the child 
proceeds to the next example; if the answer is 
incorrect, the child may try again. The different 
options available for using Counting 1,2,3 may be 
set in the Options screen. 


Concentration 


Short-term memory skills can be enhanced by 
playing this familiar game. Simply click on a pair 
of “cards” to turn them over. If they match, you get 
to “pick up” that pair, gaining a point and another 
turn. If they don’t match, it becomes the other 
person’s turn to try. You can set the number of 
“cards” on the Concentration board (grid size) in 
the Options screen. 
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Cucle 

Cycle allows you to use several activities at a 
time in sequence. You can also employ Cycle to use 
only the ShapeWorks activities of your choice. 
Select the activities to be cycled through in the 
Options screen. The check box to the left of each 
title under “In Cycle?” (in Options) is used to 
include an activity in the cycle. The activity is 
included when the check box has an H in it. 


@ 

Options 

The Options screen allows you to set the 
difficulty of each activity or customize each one to 
suit the needs of the player. The three pre-defined 
levels are: easy, medium, and advanced. The level 
of each activity can be set independently of the 
others by clicking on the appropriate radio button 
with the mouse pointer. The level that you select 
will be used for each activity for both single activity 
and cycle use. 


Each activity is listed in the order that it will 
run during a cycle. Cycle allows you to use several 
activities at a time in sequence. The check box to 
the left of each title under “In Cycle?” is used to 
include an activity in the cycle. The activity is 
included when the check box has an H in it. 


Note: If you want the player to concentrate on one 
or more of the ShapeWorks activities without 
using the others, check only the activities 
you want while excluding all others. Then 
use Cycle instead of ShapeWorks in the 
home screen. 
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Your child will be presented with five problems 
per session at the Easy level, ten at the Medium 
level, and twenty at the Advanced level. Exceptions 
to this are ShapeWorks, Match and Concentration, 
which only have only one problem per session. 


The difficulty level also determines how many 
attempts at a right answer the child will get before 
going on to the next problem without giving a 
correct answer. Your child is given more attempts 
at a correct answer at the Easy level than at the 
Medium or Advanced levels. ShapeWorks, Match 
and Concentration are exceptions to this also. 


There are other differences between levels that 
are unique to each activity. 


¢ AlphaWorks allows multiple choice of 
upper case letters at the Easy level, keyboard 
matching of upper and lower case letters at the 
Medium level, and no letter prompts at the 
Advanced level. 


¢ Block Math uses only blocks to represent 
quantities at the Easy level, blocks for the question 
and Arabic numerals for the answer at the Medium 
level, and only Arabic numerals at the Advanced 
level. 


¢ Counting 1,2,3 displays smaller quantities 
in fixed positions at the Easy level, and employs 
progressively larger quantities in fixed or random 
positions at the Medium and Advanced levels. 


¢ ShapeWorks displays basic shapes at the 
Easy level; matching upper case letters, numerals, 
and shapes at the Medium level; and uses matching 
upper case with lower case letters, and finding 
exact numbers at the Advanced levels. 
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¢ Concentration uses the small grid (5 by 6) 
at the Easy level, a medium grid at the Medium 
level (6 by 7), and a large grid (6 by 9) at the 
Advanced level. Other grid sizes (up to 6 by 11) can 
be set using the Custom option. 


You have the greatest control over the activity 
structure at the Custom level. You will be 
presented with a Custom option window whenever 
you click on a Custom radio button. Each is covered 
below. | 


ShapeWorks: The four ShapeWorks activities 
have identical Custom option windows although 
each one must be set individually. Select the 
Shapes and Patterns to be used in the activity by 
activating or deactivating the item’s check box. Do 
this by clicking on the item name or its check box. 
An H in the box denotes that the item is selected for 
use. If all items in a group are unchecked, 
Preschool Pack will randomly select an item for 
use in that group. The lesson objective is set from 
the Learn list. Select the lesson objective that you 
want by clicking on its name or radio button. Only 
one lesson objective can be selected at a time. 


AlphaWorks: The Custom option window for 
AlphaWorks contains four categories. 


], The Lesson Type category determines how your 
child will respond to each question. 


Multiple Choice will display four letters 
from which your child can select an answer 
using the mouse. Keyboard Match will display 
the correct letter for the child to find on the 
keyboard. The child’s answer will appear next 
to the prompt. Keyboard No Prompt will dis- 
play a blank window in which the answer will 
appear when it is entered using the keyboard. 
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2, You can specify how many incorrect answers (1, 
2,3) your child can make to each question before 
going on to the next one in the Go on After 
category. 


3, Set the number of questions (5, 10, 20) within an 
activity session in Base Score On. 


4, The use of upper case (capital) and/or lower case 
letters is set in the Letter Case category. 


Counting 1,2,3: The Custom option window 
for Counting 1,2,3 contains four categories. 


], The objects to be counted can be shown on the 
screen in neat rows of Fixed Positions that 

- make counting easier or in a Random Positions; 
select your choice in the Draw Objects category. 


2, You can specify how many incorrect answers (2, 
3, 5) your child can make to each question before 
going on to the next one in the Show Answer 
After category. 


3, Set the number of questions (5, 10, 20) within an 
activity session in the Base Score On category. 


4, The largest number (5,10, 15, 20) that your child 
will encounter is set in the Count Up To 
category. 


Block Math: The Custom option window for 
Block Math contains six categories. 


1-4, The four categories across the top of the screen 
represent the elements of an equation: first 
number, operation, second number, and the 
answer. In the First, Second, and Answer 
categories, use the radio buttons to set the 
screen representation of the number to Blocks 
or Numerals. Use the check boxes to select 
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which numbers you would prefer to have used 
for each equation element. If you specify 
impossible combinations of numbers, Preschool 
Pack will extend the range of numbers used 
automatically. Use the Operation category to 
specify whether Addition, Subtraction or Mixed 
problems will be presented to your child. 


5, You can specify how many incorrect 
answers your child can make to each 
question before going on to the next one in 
the Go On After category. 


6. Set the number of questions within an 
activity session in the Base Score On 
category. 


Concentration: The Custom option window 


for Concentration allows you to set the size of the 
game grid to be used. Selecting larger grids will not 
reduce the size of the “cards” displayed. You can 
choose from 5 by 6, 5 by 18, 6 by 7, 6 by 9, and 6 
by 11. 
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Connect the Dots 


Connect the Dots puzzles have been a favorite 
activity for children for many years. Now you can 
create your own dot-to-dot puzzles for your kids in 
black and white or color. The puzzles you create 
(and the ones provided) can be used many times; 
the lines connecting the dots are not permanent. 
Both letter and number puzzles are available with 
Connect the Dots. The budding computer expert can 
use numbers other than base ten for a more 
challenging format. 


When you launch the Connect the Dots applica- 
tion, you will be presented with a menu screen. 
From this screen you can go to the various parts of 
the program by clicking on the appropriate icon. 
Click on the MacKid boy (upper left corner of 
screen) to use a connect-the-dots puzzle. Click on 
the MacKid girl (upper right) to create a puzzle of 
your own. | 
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You can set program preferences by clicking on 
the options button (bottom center). Clicking on the 
Cycle button allows you to play all puzzles within a 
subdirectory (folder or disk) automatically. 
Clicking on the little round character in the lower 
left corner of the screen will bring up the About... 
window. You can quit Connect the Dots by clicking ~ 
on the Stop Sign (lower right). 


Setting Dot Options 


To change the way Connect the Dots operates in 
the Options screen. Click the Options button to use 
the menu screen or select Options from the Game 
menu to get there. Connect the Dots supports 
bit-mapped (paint) graphics so that you can 
construct more elaborate pictures than would be 
possible with only a continuous line drawn between 
dots. This also allows you to use color on screen. 


Connect the Dots allows you to display puzzles 
for playing in two ways: 


() The preexisting graphics are drawn along 
with the dots when the puzzle is opened. 


(J Only the dots are displayed while the puzzle 
is being drawn; when all of the dots have 
been connected, the picture is then added to 
complete the drawing. The latter option 
works well when you have a color graphic in 
which the outlines are already revealed by 
the fill colors, or when you are using a 
detailed graphic for which you do not wish to 
erase the outline that the connect-the-dots 
line will represent. 
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Selecting the Always draw picture option in 
the Picture category will cause the graphic to be 
drawn at the beginning along with the dots. Select 
Draw picture after dots are connected if you 
want the picture to be drawn only after all the dots 
have been connected. 


Since you can use detailed graphics within 
Connect the Dots that remain hidden until the dots 
are all connected, you are also given the option to 
hide the dots after the puzzle is completed. This will 
give you a more pleasing view of the finished 
picture. You can hide the dots by selecting Show 
dots while connecting only in the Dots category. 
Select Always show dots if you prefer to have the 
dots remain after the picture is completed. 


Hint: You can also have the connect-the-dot lines 
erased from the screen after the picture is 
completed. This will give you a more 
pleasing view of a detailed graphic for which 
the connect-the-dot line need not be an 
integral part. If a file name begins with a 
lower case letter (a-z), the lines will be 
erased when the picture its completed. Make 
sure that your file names do not begin with a 
lower case letter when the connect-the-dots 
line is an integral part of the finished 
picture. The connect-the-dot line will not be 
erased when a Connect the Dots picture file 
name begins with an upper case letter (A—Z) 
or a number (0-9). 


You do not need to prepare accurately sized 
pictures when you are constructing a Connect the 
Dots picture file. Connect the Dots gives you the 
option of resizing a puzzle so that it will fill the 
puzzle window. 
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Select Resize picture to fill/fit in the Size 
category if you want the puzzle to fit the dimensions 
of the puzzle window. Select Don’t resize to disable 
the scaling. Puzzles will be displayed at their 
original size; if a puzzle is too large to fit in the 
window, it will be cropped. If you choose to resize 
the puzzle to fit in the window, there are two ways 
to do it: 


O) Selecting Scale picture in the Scale category 
will resize the puzzle to fit either the height 
or width of the window, whichever is more 
constraining. 


O) Selecting Distort picture will cause the 
puzzle to be scaled to fit both the height and 
width of the window. This will usually 
result in distortion of the image. 


Solving Dot Puzzles 


You can begin to play a Connect the Dots puzzle 
by clicking on the boy MacKid if you are in the 
menu screen or by typing the key combination 
Cmd-P. You will be presented with a dialog box 
asking you to select a file to open. The puzzle will 
open with the dot sequence shown alphabetically. 
You can select a numbered sequence from the 
Connect menu. Your choices are: 

QO binary (base 2) 

Q octal (base 8) 

O decimal (base 10) 

O hexadecimal (base 16) 
CJ 


alphabetic 
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To solve a puzzle, move the mouse from one dot 
to the next dot in the sequence of numbers or 
letters. You do not need to use the mouse button as 
you connect dots. If a dot is selected out of sequence, 
no line will be drawn. Preschool Pack will only beep 
when the mouse is moved to dots in the proper 
sequence and the lines are drawn. 


When you have solved a puzzle, select Close 
from the Game menu, or type the key combination 
Cmd-W to return to the main menu screen. You 
can also type the key combination Cmd-P to work 
on another puzzle. 


Creating Dot Puzzles 


You can create and save your own Connect the 
Dots puzzles from within the program. You should 
first create any graphics you wish to incorporate by 
using most any Macintosh graphics program that 
can paste a PICT resource (graphic image) onto the 
Scrapbook. If you are uncertain about the capabil- 
ities of the graphics program you use, paste an 
image into the Scrapbook. The resource type is 
always indicated in the lower right-hand corner of 
the Scrapbook window. See your Macintosh User’s 
Manual for more information on the Scrapbook and 
PICT type resources. You do not have to use the 
Scrapbook if you are transferring only one picture. 
Using the Scrapbook will save time when several 
puzzles are being created in one session. 


Note: If you use your graphics program and the 
Connect the Dots application on separate 
diskettes and each contain System Folders, 
copy the Scrapbook from the System Folder 
on the graphics program diskette to the Sys- 
tem Folder of the Connect the Dots diskette. 
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We have found that the easiest way to draw 
pictures within the graphics program is to begin 
with the line tool. The straight lines you draw 
with this tool will represent the lines that will be 
drawn within the Connect the Dots puzzle. 


If you are using a Macintosh paint program 
that supports both bit-mapped and object-oriented 
drawing tools, draw the dot-to-dot lines as objects 
using the polygon tool. Then use the paint tools to 
draw the image that will be the beginning of the 
dot-to-dot puzzle. Copy only the paint layer of the 
image to the Scrapbook. 


You may find it helpful if you place small dots 
in your image to indicate to yourself where the 
connect-the-dots dots will be placed later on in 
Connect the Dots. | 


When all your pictures have been created and 
stored in the Scrapbook, quit the graphics program 
and return to the Finder. Launch Connect the Dots 
application and click on the MacKid girl in the 
upper right corner to create a puzzle. You can also 
access the Create screen when the menu bar is 
visible by selecting Create from the Game menu or 
by typing the key combination Cmd-N. 


If your graphic image is stored in the 
Scrapbook, open the Scrapbook from the Apple 
menu and use the Cut or Copy command from the 
Edit menu to move the desired picture from the 
Scrapbook. Close the Scrapbook and select the 
Paste command from the Edit menu. Your picture 
will appear in the Connect the Dots window. If the 
picture is larger than the window, it will be scaled 
to fit. 
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As soon as the picture has been pasted into the 
window, the program will be waiting for your 
placement of the connect-the-dots points. Place the 
mouse pointer so that the tip of the arrow is on the 
spot where the connect-the-dot drawing is to begin. 
Click the mouse button to record the point. Move 
the mouse pointer to the next location and repeat. 
Be sure to make the dots in the sequence that you 
want your numbers to appear (i.e. your first dot is 
1, your second is 2, etc.). Do not click the mouse 
anywhere within the window that you do not want 
a connect-the-dots point to be located. You can use 
up to 100 points within a single puzzle. The 
sequence of letter or numbers will appear when you 
open the puzzle for play later on. 


When all of the dots have been marked, select 
Save from the File menu, or use Command-S. It 
will ask you if you wish to save the puzzle. You can 
then type the name for the puzzle and save it to the 
disk of your choice. If you close the puzzle window 
or quit the program without having saved your 
puzzle, you will be asked if you with to do so. 


Note: The name you use when saving your puzzle 
file will affect the way it will look when the 
picture is completed. If a file name begins 
with a lower case letter (a-z), the connect- 
the-dots lines will be erased when the 
picture is completed. Make sure that your 
file names do not begin with a lower case 
letter when the connect-the-dots line is an 
integral part of the finished picture. The 
connect-the-dot line will not be erased when 
a Connect the Dots picture file name begins 
with an upper-case letter (A—Z) or a number 
(0-9). | 
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Preschool Pack 


The Sustem© and Finder© are copyrighted programs of Apple Comput- 
er, Inc., licensed to Nordic Software, Inc., to distribute only in combina- 
tion with this program package. Apple Computer makes no warranties, 
either express or implied, regarding the enclosed computer software 
package, its merchantability or its fitness for any particular purpose. 
The exclusion of implied warranties is not permitted in some states. 
The above exclusion may appy to you. This warranty provides you 
with specific legal rights within the United States. There may be other 
rights that you may have which will vary. 


Macintosh® and Apple® are registered trademarks of Apple Comput- 
er, Inc. Finder™ is a trademark of Apple Computer, Inc. MacKids® is a 
registered trademark of Nordic Software, Inc. Preschool Pack™ is a 
trademark of Nordic Software, Inc. 


Warranty and Disclaimer 


Nordic Software warrants these disks to be free of defects for ninety 
(90) days from the date of purchase. If a disk is found to be defective 
in this period, return it to Nordic Software for a free replacement. Al- 
ways run Your MacHids software from a working copy that you have 
made. Researve your original disk for archival storage only. 


© Copyright 1986, 1989, 1993 by 


Nordic Software, Inc. 
P.O. Box 6007 
Lincoln, NE 68506-0007 
402-488-5086 


ISBN #0-940081-21-0 


Revised 9-93 
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For Apple Macintesh™ . 
Copyright 1986 by Nordic Software, inc. 


Macintosh is 


a trademark licenced to Apple Computer, Inc. 


PreSchool Pack = 
| @HAPTEN ! 


sound Files aaa 


Mackips — 


For Apple Macintosh™ 
Copyright 1986 by Nordic Software, Inc. 


Macintosh is a trademark licenced to Apple Computer, inc. 


a ~- ae ——— — a —_ 


S}USUTUIOZ) 
pouMo oempsey 

poseyoind opty, 

wOl] poseyoing7~—_____— paseyoind ajeq 

ououdg 

A. rr an Ca aE IRD iN 
SsoIppV 

ouIeN 


UOIPVAJSISIY IIVMIJOS JIPION 


L000-90S89 AN ‘Ujooury 
L009 XO" “Od 
‘IU ‘IAVMIJOS DIPION 


FRUsTRATED? 


LAA YES 


LX YES 


LAAYES 


“AYES 


LA YES 


-1NO 
- NO 
-1NO 


[]NO 


[]NO 


1) Do you find some computer instructions hard to 
follow? 


2) Do you ever wish you had a dictionary that 
explained computer jargon in plain English? 


3) Have you ever read a computer publication only to 
find a magazine filled with page after page of 
advertising and useless information? 


4) Are you tired of turning from page 26 to page 78 to 
page 235 just to find all the pieces of ONE article? 


5) Do you ever wish your computer came with a 
panic button? 


DON'T PANIC ... 


¢ Get the information you need without weeding through ALL the ads... 
e Get the help you want in a format you can understand... 


Ma Get 


af 
PC TODAY... 


PC Today acts as your per- 
sonal small business consul- 
tant. It will give you insight 

on the procedures, software 
programs, and techniques other compa- 
nies are utilizing to gain the competitive 

edge. Every month PC Today will cover 
topics on these six key areas of your 
business: 


It's the magazine written by 
people like you, people who ) 
use computers, not the people 
who build them. Whether you are an 
experienced user, a computer novice, 
use computers in your home or office, or 
use DOS or Windows, you will find the 
information you need. Every month we 
cover topics on: 


e Accounting & Finance ° Production/Operations 
° Information Systems ¢ Human Resources 


e Business Management ° Sales & Marketing 
¢ DOS Computin ¢ Windows Computin 
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° Family Computing ° PC Operating instructions 
° Working AtHome__ ° At the Office 
¢ Computing Basics ° Beyond The Basics 


i 
i 
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| want to learn more about computers! Please begin my RISK-FREE subscrip- 
tion to PC Novice and/or PC Today. | understand that if | decide to cancel my 
subscription at any time, | will receive a refund for all unmailed issues — 


NO QUESTIONS ASKED! 


| PLEASE CIRCLE ONE: 1 year 2years 
Credit Card Orders: 


PC Novice $24 $42 
ENO ae today $46 42 
24 hours a day. Both $42 $84 
Pecko-pant: QO Bill Me QO) Payment Enclosed 
Name: 
PRON fo) en eee ee eee ee 


Company Name (if using business address): 
Address: 
City: State: ZIP: 


3103 


Your first issue will be mailed in two weeks. Outside U.S. $32 — Payable in U.S. Funds 


BUSINESS REPLY MAIL 
FIRST CLASS MAIL PERMIT NO. 10 LINCOLN, NE 


POSTAGE WILL BE PAID BY ADDRESSEE: 


PC NOVICE/PC TODAY 


P.O. BOX 85380 
LINCOLN, NE 68501-9807 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 
UNITED STATES | 
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